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Aven 


There are a few different species of Aven, most 
live on the coast away from other humanoid 
races. All Aven come from a cursed placed on the 
village of Pathex when a sacred jar was smashed. 
Since that day the village ruins have been cursed 
and all those that used to live there and their 
descendants have live primarily either on the 
edges of society or on the coast as scavengers. 


Aven Traits 


Ability Score Increase. Your Dexterity score 
increases by 2. 


Age. Aven reach maturity by age 3. Compared to 
humans, Aven don’t usually live longer than 30 
years. 


Size. Aven are about 5 feet tall. They have thin, 
lightweight bodies that weigh between 80 and 100 
pounds. Your size is Medium. 


Language. You can speak read and write 
Common and a language of your choice. 


Speed. Your base walking speed is 25 feet. 


Flight. You have a Fling speed of 50 feet. To use 
this speed, you can’t be wearing medium or 
heavy armor. 


Subrace. The two most numerous varieties of 
Aven are Harpies and Sirens. Choose one of 
these subraces. 
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Harpies 

Harpies live on the fringes of society stealing and 
killing anything they can eat. They have mottled 
brown feathers and sharp talons to help them get 
more food. 


Ability Score Increase. Your Constitution score 
increases by 1. 


Talons. You are proficient with your unarmed 
strikes, which deal 1d4 slashing damage on a hit. 


Sirens 

Sirens live on the coast and use their enchanting 
voices and beautiful rainbow plumage to attracted 
sailors to approach their reef village where they 
rob them of any food and shiny objects they might 
have before abandoning them. They very rarely 
kill and eat them unless they are very hungers but 
their layers are usually scattered with bones from 
sailors who, after being stranded on a reef, died 
from starvation. 


Ability Score Increase. Your Charisma score 
increases by 1. 


Charming Presence. You know the Friends 
Cantrip. When you reach 3rd level, you can cast 
the Charm Person spell once with this trait. When 
you reach 5th level, you can cast the Enthrall 
spell once with this trait. You don't need material 
components for these spell. You regain the ability 
to cast these spells with this trait when you finish 
a long rest. Charisma is your spellcasting ability 
for these spells. 
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Centaurs 


Humanities most stalwart ally centaurs were 
stranded on the Glistening Isles at the same tame 
as humans did, though this is long forgotten and 
many Centaurs now believe themselves to be 
descendants of Zues and Nymphs. Centaurs 
often serve as priests, advisors, or philosophers. 


Centaur Traits 


Ability Score Increase. Your Dexterity score 


increases by 2, and your Wisdom score increases 
by 1. 


Age. Centaur have lifespans comparable to 
humans. They enter adulthood in their late teens 
and usually live less than a century. 


Size. Centaur are between 7 and 8 feet tall and 
weigh between 280 and 340 pounds. Your size is 
Large. 


Speed. Your base walking speed is 45 feet. 
Hooves. You are never unarmed. You are 
proficient with your hooves, which are a melee 
weapon that deals 1d4 Bludgeoning damage. 
Running Attack. If you move more than 25ft in a 
straight line in any direction you may make one 
attack as a bonus action. Once you use this ability 
you can't do so again until you finish a long or 
short rest. 


Mentor of Heroes. You know the Guidance 
Cantrip. 


Monstrous. You must eat and drink twice as 
much food and water every day. Armor cost are 
twice as expensive and you can only wait armor 
that is designed for you, armor you find while 
adventuring must be altered, the alteration cost is 
equal to half the armor cost. 


Cyclops 

Cyclopes rarely live in populated areas, instead 
they either live alone as sheep herders or live in 
small farming villages. Hated by the gods and 
feared by the other moral races they were hunted 
almost to extinction until Hephaestus felt a 
kindred spirit for them and protected them from 
the other gods and the mortal races. 


Cyclops Traits 


Ability Score Increase. Your Strength score 
increases by 2, and your Constitution score 
increases by 1. 


Age. Cyclopes have lifespans comparable to 
humans. They enter adulthood in their late teens 
and usually live less than a century. 


Size. Cyclopes are between 7 and 8 feet tall and 
weigh between 280 and 340 pounds. Your size is 
Medium. 


Speed. Your base walking speed is 30 feet. 


Chosen of the Fire God. Hephaestus's blessing 
has made you more resilient to extreme heat. You 
are resistant to fire damage. 


Natural Athlete. You have proficiency in the 
Athletics skill. 


Powerful Build. You count as one size larger 
when determining your carrying capacity and the 
weight you can push, drag, or lift. 


Monocular. You have disadvantage on Wisdom 
(Perception) Checks that rely on vision. 


Minotaurs 


The original Minotaur was the cursed offspring of 
Theostae and the Pubeken bull, a cow blessed by 
Theostae who was destined to sire a line of the 
strongest Bulls in all of the Isles, wnen Dionysus 
heard of this blessing he invited Theostae to a 
party to celebrate this, during the party Theostae, 
under the maddening effects of Dionysus, 
mothered the Pubeken bull's first offspring. When 
he was born she was horrified by its monstrous 
appearance and cast him from the heavens, 
unwanted it rampaged across the lands until 
Blanona and Aries saw the potential a full group 
of these creatures could have for an army and 
placed him in charge of Aries's prized war cattle of 
Eros. 


Minotaur Traits 


Ability Score Increase. Your Strength score 
increases by 1. 


Size. Minotaurs typically stand well over 6 feet 
Age. Minotaurs enter adulthood at around the tall and weigh an average of 300 pounds. Your 
age of 17 and can live up to 150 years. size is Medium. 
Alignment. Some Minotaurs believe in a strict 
code of honor, and thus tend toward law. Others | Speed. Your base walking speed is 30 feet. 


are wild and feral to the point that they have a 
chaotic loyalty. Horns. You are never unarmed. You are 


proficient with your horns, which are a melee 
weapon that deals 1d10 piercing damage. Your 
horns grant you advantage on all checks made 
to shove a creature, but not to avoid being 
shoved yourself. 


Goring Rush. When you use the Dash action 
during your turn, you can make a melee attack 
with your horns as a bonus action. 


Hammering Horns. When you use the Attack 
action during your turn to make a melee attack, 
you can attempt to shove a creature with your 
horns as a bonus action. You cannot use this 
shove attempt to knock a creature prone. 


Labyrinthine Recall. You can perfectly recall 
any path you have traveled. 
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Subrace. The first Minotaur had already sired a 
number of Minotaurs by the time he was sent to 
watch the war god’s cattle and so the Minotaur 
race is usually divided between Feral Minotaurs 
and lroen Minotaurs. Choose one of these 
subraces. 


Feral Minotaurs 

Feral Minotaurs usually live fairly solitary lives on 
the fringes of society or in mountains and caves 
far from each other. They almost never serve the 
gods and occasionally will work together to 
attack and raid cities or temples. 


Ability Score Increase. Your Strength score 
increases by 2 (for a total of 3). 


Furious Charge. You may take the Dash action 
once without using an action. Once you do you 

can't do so again until you finish a long or short 

rest. 


Blind Rage. If you take damage greater than 
half your total health on your next turn you have 
advantage on all Attack Roles and Strength 
Checks and must use your action to attack the 
nearest creature. 


Eron Minotaurs 

After being put in charge of Eron's sacrid cattle 
the descendants of the first Minotaur were 
citancins of the city-state and many either took 
over the care of the cows, became priest of 
Balona, or joined the garrison as warriors. 


War God’s Virtue. From a young age, you 
focused on one of the three virtues of strength, 
cunning, or intellect. Your choice of your 
Strength, Intelligence, or Wisdom score 
increases by 1. 


Chosen by war gods. You know one Cantrip of 
your choice from the cleric spell list. 


Warrior Training. You are proficient in light 
armor and one martial weapon of your choice. 


Satyr 


Satyrs are well-loved for their good spirits, their 
love of revels, and their boisterous, gregarious 
personalities. Those who feel differently know to 
keep their opinions to themselves. And so their 
fun-loving reputation expands, and the darker 
aspects of their nature are kept quiet—except in 
the minds of the humans tricked into becoming 
their caretakers. 


Satyr Traits 

All satyrs have a few ingrain abilities, most of 
which have been gained from the wild nature 
and care free parsona. 


Ability Score Increase. Your Dexterity score 
increases by 2. 


Reveler. While you are drunk or intoxicated you 
have advantage on Strength checks. 


Drunken Resilience. You are proficient with 
Constitution saving throws. 


Godly Protection. You have advantage on 
saving throws against being charmed, and magic 
can't put you to sleep. 


Horns. You are never unarmed. You are 
proficient with your horns, which are a melee 
weapon that deals 1d6 Smashing damage. 
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Subrace. After the event known as the great 
reveal the satyrs split into two races, The 
Revelers and Setesans. Choose one of these 
subraces. 


Revelers 

Living most of their lives under the blessings of 
Dionysus, their patron god, they have all their 
needs taken care of so to an outside observer 
they appear to live in a constant state of 
enjoyment and revelry which is what often 
attracts outsider to join them. At first they are 
treated as guest by the satyrs until Dionysus's 
madness, while their minds are infected by the 
god's power they cheerfully serve the satyrs in 
any way asked. Eventually the madness wears 
off and the victim is either abandoned or, if they 
attempt to confront the satyrs, ritual sacrificed to 
Dionysus. 


Ability Score Increase. Your Charisma score 
increases by 1. 


Revelers Music. You know the Druid Craft 
cantrip. At 3rd level you can cast the Animal 
Friendship spell once. At 5th level you can cast 
Locate Animals or Plants once. You regain the 
ability to cast used spells after a long rest. 


Revelers 

During a nearly apocalyptic event known as the 
Great Reveal where Dionysus tried to usurp the 
throne of the gods from his father a few satyr's 
saw the destruction and deaths their patron had 
caused and left them to join the cities to fight the 
reveal. Though most know as much about the 
reveal as the average city denizen they are often 
the first to preach the woes of the reveals they 
see their rivalrous kin as unsophisticated drunks 
and it as the height of dishonor to be compared 
to one of them. 


Ability Score Increase. Your Strength score 
increases by 1. 


Satyr War Training. You are proficient with short 
sword, short bows, and light armor. 


Sure Footed. You have advantage on saving 
throws agents being knocked prone. 
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